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DISK & MAGAZI NE 


A bimonthly magazine devoted exclusively to Atari ST enthusiasts that includes a 
disk containing all of the programs found in each issue. 


Atari has proven the pessimists wrong. The Atari 520ST 
and 1040ST have become the bestsellers among the 
new generation of personal computers. Both are break¬ 
throughs in price and performance, and the community 
of ST owners is growing by thousands each month. 
That's one reason why COMPUTE! Publications is 
announcing a new magazine specially designed for ST 
users. At the same time, we recognize that the power of 
the ST presents a unique challenge to magazines which 
publish program listings. That's why we're including a 
3 ¥2-inch disk that contains every program found in 
each issue—ready to load and run. No more typing! 
Here's what you'll get in every issue of COMPUTED 
Atari ST Disk & Magazine: 

programs for youngsters. Application programs for 
home and business. And since all the programs will be 
on disk, there are few limitations on length or lan¬ 
guages. A typical disk might contain an elaborate 
adventure game written in BASIC, a programming utility 
written in machine language, a dazzling graphics demo 
in compiled Pascal, and a useful home or business 
application written in Forth or C. 

• Neochrome of the Month. Take a look at what com¬ 
puter artists are doing with the Atari ST. Each issue's 
disk contains a Neochrome picture file ready for you to 
load and admire. Are you an artist yourself? Send us a 
picture of your own, and we'll pay you if it's published. 

• Regular columns. If you're a programmer—or would 
like to be—you'll love our columns on ST programming 
techniques and the C language. Or check out our 

the ST community S Or send your questions and helpful 
hints to our Reader's Feedback column. 

• Reviews. Honest evaluations of the latest software 
and hardware for the Atari ST. 

• News & Products. A comprehensive listing of the 



• And more: Interviews with ST newsmakers, reports 
on the latest industry trade shows, and overviews of 

Starting with the October issue (available September 1), 
COMPUTERS Atari ST Disk & Magazine will be 
found on newsstands nationwide for only $12.95 per 
copy, including disk. Or it can be delivered directly to 
your mailbox six times a year for only $59.95—a savings 
of over 20 percent. 


To order, call 800-346-6767. In NY 212-887-8525 

COMPUTED Atari ST Disk & Magazine 
ABC Consumer Magazines, Inc. 

Circulation Dept./8th Floor 
825 7th Avenue 
New York, NY 10019 


COMPUTE!' Publications,Inc. ^ 














Because accomplishments deserve to be recognized. 




Offer Congratulations! 
Say Thanks! Have Fun! 

Giving someone a certificate is a wonderf 
way to recognize an outstanding achieve 
ment. It's also a perfect way to have a 
little fun. 

Certificate Makergives you over 20( 
professionally designed certifl 
cates. From strictly official to fun and 
witty, there’s something for everyone and 
every occasion. So you can surprise a 
family member, praise a student, applau 
an athlete and honor an employee with 
great looking certificates. And each one 
will be as personal, professional and 


Personalized certificates 
in minutes. 

Simply choose a certificate, select a 
border, type your message; add a date and 
signature... then print! It’s that quick 
and that easy. 

You can even create a name file and 
automatically personalize certificates for 
everyone in your class 
or club! 


Now available (or Apple II+, lie, lie, and IBM PC • Springboard Software, Inc. • 7808 Creekridge Circle • Minneapolis, MN 55435 • (612) 944-3915 
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^ Editor's Notes ^^ 


It's always a pleasure here to 
launch a new magazine. It is 
something we pride ourselves 
on doing well, and our family of 
publications, both books and 

cant and ongoing commitment 
to quality of product. We are a 
fluid group, at least internally, 
and have been fortunate in that 
we managed, as an editorial 
group, to avoid most of the pit- 
falls of overexpansion that befell 
many of our publishing col¬ 
leagues in this industry's jarring 
setbacks of 1984 and 1985. Tom 
Halfhill, most recently editor of 
COMPUTE!, has now taken the 
reins of our newest publication, 
COMPUTE'S Atari ST Disk & Mag¬ 
azine. It's our most massive disk- 
based undertaking to date, and 
no publishing house in the his¬ 
tory of this industry has ever 
dared place tens of thousands of 
bound-in disks into general 
newsstand distribution. Lance 
Elko, long our editor of COM¬ 
PUTE'S GAZETTE, is expanding 
his duties to encompass COM¬ 
PUTE!. We are confident this 
move will strengthen COM¬ 
PUTE!, and help us in our con¬ 
tinuing efforts to provide you 
with a constantly growing, and 
improving, publication. We wel¬ 
come Lance to his new responsi¬ 
bilities, and can assure him, 
from long experience, that you 
out there will be the first to let 
him know how things are going. 

A Software Product Note 

While on the subject of COM¬ 
PUTE!^ Atari ST Disk & Magazine, 
we'd like to mention an impor¬ 
tant concern. This is a truly inte¬ 
grated product—the magazine 


documents, nurtures, and tutors 
the disk. The programs, like¬ 
wise, appear only on the disk. In 
short, you need the two parts to 
make the whole. One of our 
vendors' biggest concerns for 
this magazine was that of re¬ 
moval of the disk. After all, they 
argued, this is an expensive 
item, and so on. It is of major 
concern to us that you, as poten¬ 
tial readers, be able to handle 
the magazine and browse the 
printed pages. For this reason, 
you will find that the newest 
magazine we publish has a 
bound-in disk. And pages that 
open for previewing. We're rely¬ 
ing on you to prove us right. 
And, as always, COMPUTE! disk 
products are produced so that 
you can immediately, and easily, 
create your own backup. We do 
not engage in copy-protection. 
We expect you to refuse to en¬ 
gage in copying. 

A Rare Exception 

We do not frequently partici¬ 
pate, in these pages, in a hand 
wringing regarding the ebbs and 
flows of our staff page. This is 
not, after all, afternoon 
television. 

Our rare exception usually 
regards the move hither or yon 
of an editor or two as mentioned 
earlier in this piece. This month 
we must make a far more nota¬ 
ble exception. Mr. Charles Bran¬ 
non, of our resident staff, has 
accepted new employment, and 
we want not only to wish him 
well, but to devote to him a few 
sentences on this page. Charles, 
known by many of you as the 
author of SpeedScript, an incred¬ 
ibly sophisticated piece of COM¬ 


PUTED "giftware," came to 
work for us in 1980 as a high 
school student, doing program 
listings after school. Over the 
years Charles grew and evolved 
into a very senior young mem¬ 
ber of our staff, achieving the 
position of program editor, and 
the person behind many, many 
of the significant programs we 
have developed and published 
here. We have many talented 
people, and would not wish 
these accolades for Charles to 
diminish that collective excel¬ 
lence. But there is, after all, only 
one SpeedScript and Superfont, 
and well, Charles, we'll miss 
you, and we appreciate all the 
tremendous service you have 
provided to the readers and us¬ 
ers of these publications over 
the last few years. We wish you 
well in your new venture. 

Until next time, enjoy your 
issue. And watch for COM¬ 
PUTE'S Atari ST Disk & Magazine, 
appearing on your local news¬ 
stand in early September. © 



Robert C. Lock 
Editor in Chief 
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Premier Word Processing 


Package 


-CREATIVE COMPUTING 




5wn formatting p 
er 30 printer files 


:ext exactly as it will appear on the printed page. ' 
s, including margins, line lengths, page length and 
e current major models. The documentation is e: 


jgh keyed through a joystick pc 

program only when the key is inserted.”- CREATIVE COMPUTING 

"PaperClip is one of the easiest of the professional word processors to use, with a sensib 
manual and plenty of aids for the accident-prone." -COMPUTING NOW 
"a "must have" in an ideal software-library" ELECTRONIC learning 
"PaperClip is the Cadillac of word processors" Omni 

"an excellent full-featured word processor" the book OF i 
'So clearly superior, . State-of-the-art word processing" antic 
"the ultimate word processor. 

"...best professional word processor available" 

"exceptional word processing" INPUT "hard to beat" ACE 
"You 'll find yourself growing spoiled."- FAMILY COMPUTING 
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Ml 

IS NOW AVAILABLE 

for IW-E 

COMPUTERS! 





! superb word processor,...the most sophisticated to date!' 

".. does exactly what it was intended to do.. and more". 

.. most powerful of packages"-COMMODORE MAGAZINE 

"... facts attest to its excellence!" FAMILY COMPUTING. 

“You will not find a word processing package superior to this ^ 

One! CREATIVE COMPUTING 

Rpetdip 

“The // Best Selling Word Processing Package” 

-BILLBOARD'S COMPUTER SOFTWARE CHARTS! 

Available for Commodore 64, Pet, all Atari home computers, and new enhanced 128K versions for Apple ll/e/c. 

Atari 130XE and Commodore 128. COMING SOON: Paperclip Elite for IBM MS DOS, Amiga and Atari ST. 
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COMPUTE! Books’ 


Collection 


COMPUTE! Books offers you a 
superior line of titles for the new 
Atari ST. Packed full of useful utilities, 
exciting games, in-depth tutorials, and 
valuable applications, these clearly 
written books bring you fully tested 
information and entertainment for the 
whole family. 


Loqk for these COMPUTE! books at your local book or computer store. 
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COMPUTERS First Book of the Atari ST 


able for $15.95 which includes all the programs in the book, 203BDSK. 
*16.95 ISBN 0-87455-020-3 

The Elementary Atari ST 


You can order directly from COMPUTE! by calling 
800-346-6767 (in NY call 212-887-8525) or by 
sending your payment to COMPUTE! Books, P.O. 

Box 5038, F.D.R. Station, New York, NY 10150. 
Please include $2.00 per book shipping and handling 
for U.S. and surface mail or $5.00 for airmail. North 
Carolina residents add 4.5 




COMPUTERS Kids and the Atari ST 
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SHELF-BASED 
EXPERT SYSTEM. 



^■■yn expert system is like borrowing someone else’s 
/ / experience and expertise on a given subject. 

>7 UNDERSTANDING COMPUTERS by TIME-LIFE BOOKS 
/ / /s exactly that, an expert system on the subject of 

" " computers. 

It’s not software based, so it can’t crash. And since it's not 
machine-specific, it won’t become outdated easily, which means 
you’ll find it an invaluable, long-lived reference whether you have 
an IBM®PC, an Apple lie®, a multimillion dollar Cray®, or no 
computer at all right now. 

A BRAND NEW SERIES THAT PRESENTS COMPUTERS 
IN A WHOLE NEW WAY. 

UNDERSTANDING COMPUTERS is a new series of books that 

its co mputers in a unique, broad-based way, unlike any other 
' computer book you’ve ever seen. It 

gets “under the hood,” right down 
(to the nuts and bolts of computers 
) explain what you need to know 
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Promoting 
Computers 
In School 

Kathy Yakal, Assistant Features Editor 


learning aids have gained a wider 
acceptance. Second, the hardware 
and software shakeouts that have 
moved the computer industry to¬ 
ward maturity and greater stability 
have made educators feel more 
confident about making a financial 
commitment to microcomputers. 
Finally, teachers are generally less 

experienced at applying them, with 
a growing number of classroom 
success stories fueling increased 
computer use. It's not just the stu¬ 
dents and a few computer-wise 
teachers who are driving the move¬ 
ment anymore. 

Each of the major computer 
manufacturers has made unique 
contributions to trigger the integra¬ 
tion of computers into classrooms. 
Some offer educational discounts. 
Others provide special grants and 
develop efficient ways to exploit 
the hardware, such as networking. 
In addition to easing the financial 
burden, hardware manufacturers 
promote the general health of the 
educational computing industry by 
fostering quality software develop¬ 
ment and encouraging nontradi- 
tional applications of hardware to 
traditional curricula. Inservice 
training of teachers and special 
workshops sponsored by hardware 
companies have also been signifi¬ 
cant in creating a more upbeat atti¬ 
tude toward classroom computing 


Via free or discounted hardware and software, along 
with special teacher training, computer hardware manu¬ 
facturers continue to promote their microcomputers in 
schools at every level. Here’s an overview of recent ef¬ 
forts to increase the already impressive penetration of 
this technology into classrooms across the land. 


Microcomputers now play a signifi¬ 
cant role in many areas of educa¬ 
tion. But getting computers into the 
classroom and deciding how they 
are best used continue to be sub¬ 
jects of much debate. A combina¬ 
tion of factors has slowed the 
process even further: the problems 
of implementing a new, evolving 
technology; the chaotic atmosphere 
of the computer industry itself; the 
computer education of teachers and 
administrators; and the relatively 


tight budgets of educational institu- 

Nevertheless, tremendous 
changes have occurred in teachers' 
attitudes toward microcomputers 

are several reasons. First, software 
publishers have increasingly at¬ 
tempted to provide the kind of pro¬ 
grams that teachers feel comfortable 
with—quantifiable, curriculum- 
based software. At the same time. 


Here's a company-by-company 
look at the variety of approaches. 

Apple Computer 

Officials at Apple Computer real¬ 
ized early on that a good software 
base was central to getting their 
hardware into schools. Apple made 
major efforts in the early 1980s to 
convince software developers to 
support its machines, offering them 
shared advertising, discounts on 
development machines, and tech¬ 
nical support. 

Currently, Apple has two edu¬ 
cational discount programs. Step 
pricing gives buyers lower prices on 
larger orders, encouraging educa¬ 
tors to buy in quantity whenever 
possible. And with the Volume Pur¬ 
chase Agreement, a school can elect 
to pay for its computers over a 
three-year time period. If a school 
involved in such an agreement 
finds that the hardware does not 
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P.0. Box 7219 Dept. C9 Grand Rapids, Ml 49510 ■ Telex 709-101 ■ Phone (616) 241-5510 

Call now for the name of your nearest dealer. Or to order directly by credit card, MC, AMEX of VISA call (616) 
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BEEHIVE 


alternate turns, filling in cells of the 
honeycomb one at a time. While 
attempting to complete your own 
course, you must also try to block 


To avoid getting stung in this delight¬ 
ful strategy game, you'll need to plan 
ahead. The original version of "Bee¬ 
hive" was written for the 512K 
Amiga. We’ve added fresh transla¬ 
tions for the Commodore 64 (and 128 
in 64 mode), Apple II series, IBM 
PC/PCjr, and Atari 400, 800, XL, and 
XE. The IBM PC/PCjr game requires 
a color/graphics card and BASICAfor 
the PC, and Cartridge BASIC for the 
PCjr. The Atari version requires at 
least 32K of memory and a joystick. 
The Commodore version requires a 
joystick. The Apple II version re¬ 
quires a joystick and color monitor, 
and runs on any Apple Il-series com¬ 
puter with either ProDOS or DOS 3.3. 


“Beehive" is a two-player strategy 
game that requires you to concen¬ 
trate fully and develop long-range 
planning skills. The game board 
consists of 121 hexagons arranged 
in a sloping 11 X 11 matrix. The 
name derives from the playing 
field's resemblance to the geometric 
precision of a honeycomb. The first 
player is assigned the left and right 
borders of the honeycomb, while 
the second player is assigned the 
top and bottom edges. 

The object of the game is de¬ 
ceptively simple. Each player tries 
fo connect a continuous line from 
one of his or her borders to the 
other. If you are player 1, for in¬ 
stance, you need to connect the left 
border with the right. The players 


your opponent's way, and this re¬ 
quires strategic thinking. The first 
player to connect both borders wins 
the game. As a reward, tiny bee 
faces appear along the line of con¬ 
nection, clearly marking the path to 
victory. 

Entering The Game 

Type in the program listing for your 
computer, referring to the special 
notes below. When you have saved 
a copy of the game, type RUN and 
press RETURN. Beehive begins by 
asking for the name of each player. 
After both players have entered 
their names, the beehive grid is 
drawn and play begins. In the 
Amiga and IBM PC/PCjr versions, 
the computer determines randomly 
which player should take the first 
turn; in other versions, player 1 al¬ 
ways goes first. In the Amiga ver¬ 
sion, each player takes a turn by 
moving the mouse pointer to the 
desired cell and pressing the left 
mouse button once. Other versions 
substitute joystick or keyboard con¬ 
trols for the mouse (see below). 

When you choose a cell, it is 
filled with a solid circle and your 
turn ends. While connecting your 
own borders, you should also be 
trying to prevent the other player 
from making a connection. Play 
continues until one player or the 
other completes a continuous line 
from one border to the other. At 
this point a victor is declared, and 
bee faces replace the circles along 
the entire winning route. 


Winning Strategies 

Like most two-player games. Bee¬ 
hive adjusts itself to the skill of the 
players. The basic concept is simple 
enough that even small children 
can enjoy playing. But when two 
knowledgeable players are matched, 
play proceeds at a much higher level. 
The flexibility of the game allows 
many different strategies. 

points for beginners to keep in 
mind. To begin with, your first 

of your border rows. In fact, you 
can often establish a better strategic 
position by starting somewhere 
near the middle of the playing field. 
In a typical game you will have to 
swing back and forth between an 
expanding, offensive posture and a 
defensive, blocking posture. The 
middle areas accommodate both 
strategies well. 

Second, it is not necessary that 

is, a new cell doesn't necessarily 
have to touch one of your existing 
cells. Any empty cell in the hive is 
fair game for either player, and it's 
often advantageous to space out 
your cells to allow multiple paths 
between borders. Starting multiple 
pathways makes it harder for an 
opponent to block your progress 
completely. 

Finally, keep in mind that the 
hexagonal shape of each cell per¬ 
mits you to move in six different 
directions. Try not to get locked 
into a strict, straight-line strategy 
too often. Any pathway that con¬ 
nects both borders is legal, and in 
many cases the winning path will 
be quite roundabout. 
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GET UP TO 200 FUN-FILLED 
PROGRAMS EACH YEAR- 

when you subscribe now to COMPUTE! 



COMPUTE! Publications, Inc.® 

One of the ABC F>ublishing Companies 


Subscribe to COMPUTE! today through this 
special introductory money-saving offer, and 
you'll be getting a lot more than just another 
computer magazine. That’s because each issue 
of COMPUTE! comes complete with up to 20 
all-new, action-packed programs. 

Subscribe now and you can depend on a 
steady supply of high quality, fun-filled 
programs like Hickory Dickory Dock, 

Switchbox, TurboDisk, Home Financial 
Calculator, Turbo Tape, SpeedScript, 
SpeedCalc, and hundreds of other educational, 
home finance, and game programs the entire 
family can use all year long. 

The superb programs you’ll find in each 
issue are worth much, much more than the 
low subscription price. 

And there’s more to COMPUTE! than just 
exciting new programs. Month after month, 
COMPUTERS superb articles deliver the latest 
inside word on everything from languages to 
interfaces...from programming to disk drives. 

Whether you’re a novice or an experi¬ 
enced user, COMPUTE! is the magazine for 
you. So subscribe today. Return the enclosed 
card or call 1-800-247-5470 (in Iowa, 
1-800-532-1272). 

Do it now. 
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Famous National Brand 

Commodore®* Atari * Apple®* IBM® ^ jt 

$ SV2" Letter Size ^ 

80 Column*' 


Printer Sale 


i 


• Word Processing • Program Listings • Graphics • Quiet 
Operation • Upper and Lower case • All points addressable 
Graphics • Underline • Enhanced • Much much More 



8V2” Letter Size Carriage 


Super Quality 

This printer was made by Canon® for 
one of the largest computer 
manufacturers in the world. The Big 
Blue printer comes ready to hook up 
to the serial port of the IBM®PC jr. 
Plus with low cost adapter cables you 
can connect the Big Blue printer to the 
IBM®PC, IBM® XT, IBM® AT, 
Apple® II,IIe,IIc, Commodore® 
64,128, Atari®, plus many more. 

• 15 Day Free Trial 
Day Immediate Replacement Warranty 


Now you can have a full fledged SV2” letter size 80 column printer for less than the cost of a large 
box of paper. This printer uses advanced thermal technology to print upper and lower case (with 
true lower descenders), underline, enhanced, all points addressable graphics (works with Print- 
shop) plus More. Print out pictures, program listings, wordprocessing pages, graphics and more. 
Perfect for the homeowner or student and definitely affordable. Fantastic Printer at an unbeatable 
price. List $199.00 Sale $39.95 


Intelligent Commodore Interface— Allows you to 
connect the Big Blue printer to the printer port of the 
Commodore 64 and 128 computer. Print Commodore 

Lis° $49.95 U Sale r °* procossors an more • 



IBM®, Apple® RS-232 Adapter —Adapts the Big Blue printer 1 
List $19.95 Sale *9.95 p , 2| 


i be used with any RS-232 port. 
>Ns) List $19.95 Sale *9.95 




We Love Our Customers 

3 12/382-5344 to ord< 
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COMMODORE 64 
COMPUTER 

(Order Now) 

*149” 


• Cl28 Disks 79* ea.* 

• Comstar Writer 64 $19.95 

• 13" Color Monitor $139.95 



Cl 28 Commodore 
Computer & 
1571 Disk Drive 

$ 499° (l 

• Voice Synthesizer $39.95 

• 12" Monitor $79.95 


CALL BEFORE YOU ORDER 


BUST 


PRICES MAYBE LOWER 
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Famous Comstar National Brand 

10" Printer Sale 

Includes Commodore 

Near Letter Quality Interface Near Letter Quality 

Best Value in USA 

• 100 CPS draft/20CPS near-letter quality • Dot Addressable Graphics • Adjustable 
Tractor and Friction Feed • Automatic Paper Loading • Right and Left Margin 
settings • Pica, Elite, Condensed, Italics • Superscript • Subscript • Underline, Bold 
print. Double Strike • Superb NEAR LETTER QUALITY 
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Call toll-free^800-346-6767 (In NY 212-887-8525), or write COMPUTE! Books, P.O. Box 5038, F.D.R. Station, 

aSS Ny “ add 825 percent 50165 ,ax ' 
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All the exciting, 
entertaining, and 
educational games, 
applications, and utilities 
from COMPUTE! magazine 
are now available on disk 


for your Commodore, 
Atari, Apple, or IBM 
personal computer. 


The COMPUTE! Disk 


A new COMPUTE! Disk is published 
every month, rotating among the four 
major machines covered by COMPUTE!: 
Commodore 64 and 128; Atari 400/800, 
XL, and XE; Apple II-series; and IBM PC, 
PCjr, and compatibles. 

Every three months you can receive 
a disk with all the quality programs from 
the previous three issues of COMPUTE! 
that will run on your brand of computer. 

Like the popular COMPUTERS Ga¬ 
zette Disk, the COMPUTE! Disk is ready- 
to-load and error-free. It saves you 
valuable hours of typing time and elimi¬ 
nates typing errors. 

With a subscription, you will receive 
one disk every three months for a total 
of four disks a year—for only $39.95. 
That saves you $20 a year off the single¬ 
issue cost. 

Or you can order individual issues 
of the Disk for $12.95 a disk plus $2.00 
shipping and handling. 


Remember to specify your type of 
computer when ordering the COMPUTE! 
Disk. You’ll find more information about 
this month’s COMPUTE! Disk in this 
issue. (Note: You’ll need the correspond¬ 
ing issues of COMPUTE! magazine to use 
the Disk since the disk will have no 
documentation.) 

For fastest service when ordering a 
subscription to the COMPUTE! Disk, call 
toll free 1-800-247-5470 (in Iowa 
1-800-532-1272). 

For more details or to order individ¬ 
ual issues of the COMPUTE! Disk, call 
our Customer Service Department toll 
free at 1-800-346-6767 (in New York 
212-887-8525). 

Please allow 4-6 weeks after placing an 
order for your first disk to arrive. 
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GREAT PRODUCTS FOR YOUR COMMODORE 

promenade CV CAPTURE'" 

The Eprom Programmer. Thoughtfully designed, Take control of your’64 or T 28* with this easy to use 
carefully constructed, the promenade Cl’"is respected cartridge. Lets you make^a back-up diskjof your 

software controlled programmer does away with accessible to you and your program can be re-booted 
personality modules and switches. Intelligent from your disk 3-5 times faster. Or make an auto¬ 
programming capability can cut programming time by starting cartridge using the promenade Cl and a CPR 

CAPTURE™ is a bargain at 39.95 

CARTRIDGE MATERIALS: 

CPR-3 - Three socket board, case and 3 eproms, for use with CAPTURE™ . 29 95 

PCC2 - Two 2732 (4K) or 2764 (8K) eproms. For '64 or '128 in 64 mode. 4.95 

PCC4 - Four sockets for 2764, 27128 or 27256 (32K) eproms. Bank switching. 17.95 

PCC8 - Like the PCC4 but twice the capacity. For multiple programs . 29.95 

PRB4 - Four sockets, eprom & battery backed RAM combination . 24.95 

PTM2 - Basic 128 mode cartridge board. Two 2764 or 27128 eproms. 5.95t 

PTM4 - Four sockets. 27128 & 27256 eproms. 128 mode bank switcher. 19.95t 

PCCH2 - Plastic case for above cartridges (except PCC8).. 2.25 

•when in 64 mode. 

EPROM ERASERS: ^ ^ ^ ^ 

PE14 - IndustriaLquality eraser, 7 to 9 at a time. 79.95 

Starter Set - CAPTURE™, promenade Cl and one CPR3 kit. 149.95 

Deluxe Set - CAPTURE™, promenade Cl, Datarase and two CPR3 kits. 199.95 

SHIPPING & HANDLING: USA - UPS SURFACE $3.00 FOREIGN (AIR MAIL ONLY) $13.00 

TO ORDER TOLL FREE 800-421-7731 
ntMUCill FROM CALIFORNIA 800-421-7748 

JAbUIN-nAIMrlLIIV! TECHNICAL SUPPORT 916-823-3284 

1805 INDUSTRIAL DRIVE FROM OUTSIDE USA 916-823-3285 

AUBURN CA USA 95603 MC, VISA, AMEX WELCOME 



This Publication 
is available in 
Microform. 











































































































Two €xciting New Books 
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COMPUTE! 


Electronic 

Computer 

Projects 
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With ANIMATE you can create rapidly moving 3-D graphics within a BASIC program. This series of photos shows only 4 of the 
95 screens used for the CUBE display, which creates a rotating cube that moves toward and away from the viewer. 

Easy IBM Full-Screen 
Animation 

Paul W, Carlson 


Now you can write BASIC programs 
with smooth, flicker-free animated 
displays that move at machine lan¬ 
guage speeds. For the IBM PC/PCjr. 
BASICA and a color/graphics card 
are required to use the program on the 
PC. Cartridge BASIC is required for 
the PCjr. 


by rapidly displaying a series of 

eo display. Producing realistic ani¬ 
mation using BASIC is very difficult 
because of the time required to cre¬ 
ate the screen images. The creation 
of a high-resolution screen image 
usually consists of two processes 
repeated many times. First, the co¬ 
ordinates of the endpoints of a line 
segment are computed. Second, the 
line segment is displayed on the 

The method of animation pre¬ 
sented here is unusual in that it 
completely separates the two pro¬ 


cesses. The computation of the co¬ 
ordinates of every line segment for 
every screen image is done by a 
BASIC program which writes the 
coordinates to disk as a binary 
(non-ASCII) file. This file of line 
segment coordinates is then input 
to a machine language program 
which displays the screens in rapid 
succession to produce the animation. 

To begin, type in and save Pro¬ 
gram 1. Before you run this pro¬ 
gram, make sure you have a disk in 
the active drive with at least 60,000 
bytes of available space. Now run 

named ANIMATE.OBJ containing 
routine. The DOS LINK utility must 

able version of this file. To do this, 
first exit DOS by typing SYSTEM 
and pressing Enter. Place a DOS 
system disk containing the file LINK 
.EXE in the active drive (check the 
master disk that came with your 
copy of DOS), type LINK, then 
press Enter. When you are .'rompt- 


ed for the object modules, remove 
the DOS system disk and replace it 
with the disk containing ANIMATE 
.OBJ. At this point you should type 
ANIMATE„NUL,NUL and press 
Enter. After a minute or so the DOS 
prompt will reappear. Your disk 
now contains a new file named AN- 
IMATE.EXE, the usable version of 
the machine language program that 
creates animated displays from the 
files produced by Programs 2 or 3. 

A Rotating Demo 

Now you are ready to type in and 
save Program 2 (this program can 
be saved on any disk). When you 
run the program, you will be 
prompted for an output filename. 
Enter any legal filename. Program 2 
creates images of the word LOVE 
rotating in three-dimensions. After 
you press Enter, the program be¬ 
gins computing the line segment 
coordinates for each screen and 
writing them to the specified disk 
file. The display will show which 
























































































computers All New Apple Applications Special 

COMPUTERS latest Apple Applications Special features in-depth articles and interviews, 
all the inside news about Apple, clearly written tutorials, software buyer's guides, new 
product information, and valuable ready-to-type-in programs for all Apple users. 



Apple owners find these special Apple 
issues the most understandable, 
complete, and valuable resources 
available today. 


All the programs in COMPUTE!'s Apple Applications 
Special are also available on a timesaving disk, 
ready to run on your Apple II, II+, He, and lie. 

The Disk costs only $12.95 (plus $2.00 shipping 
and handling) and gives you immediate access to 
all the great programs in this special issue. 

Look for the Fall/Winter 1986 issue of 
COMPUTERS Apple Applications Special on sale 
where you buy other COMPUTE! publications, or 
order directly from COMPUTE!. This special issue 
goes on sale October 7, 1986. 

Send in the attached order card or call toll free 
800-346-6767 (in NY call 212-887-8525). 


Features 

The Latest At Apple 

An inside look at the newest products from Apple. Impressive 


Interview: William Mensch 

A fascinating talk with the designer of the chips inside the mil¬ 
lions of Apple computers. What we can expect in the coming years. 


Business Applications 

Mastering The Macintosh 

Power software for the Macintosh takes Apple's innovative com¬ 
puter to new heights. Complete tutorial and application ideas. 

New On The Wire 

Telecommunications keeps exploding—witness the new informa¬ 
tion services, new software, and powerhouse 2400 baud modems. 
Our telecommunications specialists look at all this and more. 


At School 

Experts At The Table 

A panel of well-known software developers, educators, and 
computerists explain where educational computing has been, where 
it's going, and why. 

The Story Machine 

Children of all ages can write, read, and print stories up to 20 
pages long with this easy-to-use word processor for all Apple II 

Educational software that entertains, this tour of the solar system 
is a dazzling display of the Apple's graphics power. 

Hi-Res Poster Printer 

Print hi-res drawings in poster size for banners, signs, and busi¬ 
ness presentations. Two sizes and a simple-to-use menu make it a 


Your Graphics Primer 

Tips, techniques, and more show how to create impressive graph¬ 
ics on the Apple II. 

Power Sketch 

This hi-res sketching program for the Apple II puts paint, draw, 
fill, air brush, and other tools in every artist's hands. Save and load 
screens to disk. 

High Rise 

This unique game of elevators and an out-of-control robot is 
written entirely in machine language. Easily one of the best Apple 
arcade-style games we've ever published. 

DOS Adjust 

Customize DOS 3.3 with this comprehensive program that's easy 
to use: no programming knowledge required. 



Including i 


[ Apple user groups, 
yer's guides, new pro< 
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PowerKey For Apple 

.- f Supervisor - 


This valuable utility puts 52 custom¬ 
ized strings or keywords instantly at 
your fingertips. You can even create 
several sets of custom commands for 
use with different applications. For 
all Apple II series computers with 
DOS 3.3 or ProDOS. 


Using an Apple II computer usually 

typing, and most of us—good typ¬ 
ists or not—would be happy to 

municating with our machine. 
Have you ever wished you could 
just strike one key and produce a 
directory, run a program, or per¬ 
form some common task? 

"PowerKey" provides a selec¬ 
tion of 52 different one-touch 
keywords which you can customize 

cess up to 52 keywords or other 
strings of your own by pressing 
either the Open Apple or Solid Ap¬ 
ple key (or paddle buttons for those 
who have an Apple II+ , which 
lacks these keys) along with one of 
the letter keys (A-Z). Although the 
program relies on a short machine 
language routine, you can use it 

language at all. 


Entering The Program 

This utility is written in three parts. 
Program 1, POWERKEY.CUSTOM, 
is a BASIC program that lets you 
create and save tables of your cus¬ 
tom strings or keywords to disk. 
Program 2, POWERKEY.LOADER, 
is a BASIC loader which POKEs the 
machine language driver routine 
into memory and saves a copy of 
this code to disk in the form of a 
binary file. (Since Program 2 uses 
the name POWERKEYBINARY for 

that name for Program 2 itself. If 
you do, you'll get a FILE TYPE 
MISMATCH error when Program 2 
is run.) Program 3, POWERKEY- 
.SYSTEM, is a short BASIC pro¬ 
gram which loads both the 
keyword table and the driver rou¬ 
tine, and then activates PowerKey. 
Before going any further, carefully 
type in these three programs and 
save a copy of each to disk. 

Creating Customized Keys 

After entering Programs 1-3, load 
and run Program 1, which creates a 
customized table of keywords and 
strings. The first prompt asks if you 
want to load a keyword table from 
disk. Since this is the first time 
you've run the program, no tables 
yet exist, so you should press N for 
no. In the future, after creating one 
or more tables, you could also press 


Y to gain access to a preexisting 
table. If you press Y, the program 
displays a directory and asks you to 
enter the filename of the table to 
load. If you press RETURN at this 
prompt without entering a name, 
PowerKey looks for a default file 
named TABLE. 

If you've specified that no key¬ 
word table is to be loaded. Program 
1 reads in its 52 default keywords 
(see lines 910-960). The first 26 
keywords can be accessed with the 
Open Apple key (or the paddle 0 
button), and the second 26 
keywords by the Solid Apple key 
(or the paddle 1 button). You can 
change or rearrange the keywords 
in the DATA statements if you like, 
but make sure not to add or delete 
any keywords. You'll get an OUT 
OF DATA error if there aren't at 
least 52 DATA items. 

Now PowerKey displays key- 

left of each keyword is the letter 
that will access it. For instance, the 
keyword AND is represented by A. 
Each keyword or string in the table 
can be up to 16 characters long, but 

commands. A table can occupy a 
maximum of 832 bytes and unused 
characters are signified by dots. 

At the bottom of the screen, 

can press A to Alter a keyword, the 
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THEN portion of the consequence 
is performed when the IF test is 
true, and the ELSE portion is per¬ 
formed when the IF test is false. 
Table 1 shows SpeedCalc formulas 
for the two IF tests described in the 
preceding section. 

The consequence (THEN- 
ELSE) portion of the formula will 
always be the same expression— 
D+(C—D)*(...)—which represents 
the logical statement ELSE + 
(THEN - ELSE)*(...). When the 
ELSE portion of the consequence is 
to be 0, the expression reduces to a 
simple C*(...). When the THEN 
portion of the consequence is to be 
0, all you need is the expression D 
- D*(...). 

To express a complete IF- 
THEN-ELSE statement in a Speed- 
Calc formula, you need to multiply 
the consequence portion of the 
statement by the IF portion. For 
example, say that you wish to use 


@sgn(A—B) resolves to 1. When 
the result of A—B is negative, it 
resolves to — 1, and when the sub¬ 
traction yields 0, @sgn(A-B) 
yields 0. 

Now let's build on this basic 
expression to perform specific IF 
tests. To select only cases where A 
is greater than B (IF A>B), you need 
to select only the positive result. To 
do this, add the value of 1, divide 
by 2, and make the result an integer 
with the @int() function: 
@int((@8gn(A—B)+l)/2) 

This formula yields 1 when A is 
greater than B, and 0 in all other 

To select only cases where A is 
unequal to B (IF AoB), you need 
to include negative as well as posi¬ 
tive results (in other words, all non¬ 
zero results). The @abs() function 
easily converts any negative value 
into a positive value: 

@abs(@sgn( A—B)) 


This formula yields 1 whenever A is 
unequal to B, and 0 only when A 
equals B. 

resolve to the value 1 when the 
desired condition is true or the val¬ 
ue 0 when it is false. Table 2 shows 
the complete formulas. 

For both formulas in Table 2, 
when the IF test is true (resolves to 
1), the cell is made equal to D+ 
(C—D)*l. This performs the THEN 
part of the IF-THEN-ELSE state¬ 
ment, making the cell equal to C. 
When the IF test is false (resolves to 
0), the cell is made equal to D+ 
(C—D)*0. This performs the ELSE 
part of the IF-THEN-ELSE state¬ 
ment by making the cell equal to D. 


ample, say that you want SpeedCalc 
to compute the equivalent of the 
following statement: 

IF Q>9 THEN (this cell-) Q'P'BS ELSE 


Now assume that the value Q is in 


I: IF Formulas 

SpeedCalc formula 

@int((@sgn(A-B)+l)/2) 
8 @abs(@sgn(A-B)) 


Table 3: Quantity Discounts 


Table 2: IF-THEN-ELSE Formulas 

Logical expression SpeedCalc Formula 

IF A> B THEN C ELSE D =D + (C-D)*@int((@sgn(A-B)+l)/2) 

IF A<> B THEN C ELSE D =D+(C-D)*@- , "" =S — /A "" 


Table 4: Quantity Discounts 

Quantity 
Tot. list 1( 

Disc 10 I 


100 990 1000 10000 


Sample Spreadsheet 


The SpeedCalc equivalent is ex¬ 
pressed by this formula: 

D-HC-D) * <a>int(«asgn(A—Bl+ll/2) 
Note that we have placed the con¬ 
sequence portion—D+(C—D)— 
first and the IF portion—@int( 
(@sgn(A—B) +1)/2)—last. The 
multiplication operator (*) sepa¬ 
rates the two portions of 
statement. 

Inside The IF Test 

Recall that the computer ordinarily 
makes a decision based on an IF test 
by comparing two numbers. More 
specifically, it subtracts one number 
from the other, then determines 
whether the result is positive (true), 
or zero or negative (false). For ex¬ 
ample, to perform the statement IF 
A>B, we want to know whether the 
result of (A—B) is positive or 
it is positive, then A is greater than 
B. If it is zero, then A equals B. If it is 
negative, A is less than B. In 
words, after subtracting 
numbers, we then need to know the 
sign of the remainder. 

SpeedCalc, of course, has no 
difficulty performing the subtrac¬ 
tion. To determine the sign of the 
result, you need only enclose the 
expression in a @sgn() function, 
using the formula @sgn(A—B). 
When the result of A - B is positive. 


AB 

10.00 

0.00 

=abl*ab2 

=ab3* .1 *@int<«3sgn<ab2 - 9)+1)/2) * 
@int((@sgn(100 - ab2)+1)/2) 
=ab3*.15*@int((@sgn(ab2 - 99)+1)/2) 
=ab3—ab4—ab5 
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003 tot list 

004 disc 10 

005 disc 100 
006 tot amt t 
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3-D Tic-Tac 
For Atari 

David Bohlke 
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Enhancements 

For Atari SpeedCalc 

Fred Chapman 
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Only NRI teaches you to service and 
repair all computers as you build 
your own 16-bit IBM-compatible 
micro - _ 




























We've talked about hexadedmal 
address $4000 already. Let's find its 
value in decimal. 

Type in the value $4000 on a 
line by itself and press RETURN. 
You'll see a display of this number 
as it appears in various number 
bases. First, the hexadecimal num¬ 
ber., The dollar sign means hex, of 
course, so the monitor simply echoes 
what you typed in: $4000. The next 
line starts with a plus sign (+). To 
the 128's monitor, the plus sign 
means decimal. So you can see that 
$4000 equals decimal 16384. The 
following line starts with an amper¬ 
sand (&), which means octal, a no¬ 
tation that's rarely if ever used with 
Commodore machines. (Octal num¬ 
bers are base 8, so &40000 is equal 
to four times eight raised to the 
fourth power.) Finally, the number 
that starts with a percent sign (%) is 
the binary representation of $4000. 
Since the computer's internal code 
is always binary—not decimal or 
hexadecimal—it's sometimes use¬ 
ful to be able to look at a number 

You may also convert a deci¬ 
typing it in, leading off with a plus 
sign. If you like, try entering 
+ 16384 and watch the computer 
figure out that it's the same as 
$4000. And if you ever need to do 
so, you can convert from octal or 
binary the same way. 

Conversions are convenient, 
but the monitor includes another 
bonus: Any number may be entered 
in any base, any time. If you put in a 
number without a prefix, the moni- 

hexadecimal. But you can slip in a 
decimal number anywhere by pre¬ 
fixing it with the plus sign. We'll be 
doing this; you'll see how handy it is. 

Looking At Memory 

You may display memory with the 
command M. If you follow M with 
two addresses, the monitor displays 
all the values between them. Thus, 
to display the contents of addresses 
$1000-$1029, just type M 1000 
1029 and press RETURN. 

You'll get more than you bar¬ 
gained for. Depending on whether 
you are on a 40-column or 80- 
column screen, the monitor will 
display 8 or 16 memory locations at 


a time. Each group of locations is on 
a single line, with the address of the 
first item on the line showing at the 
left. We asked for 42 locations, but 
we got 48, since the computer always 
finishes the line it's working on. 

On the right, we see the ASCII 
character equivalent of the contents 
of the memory locations; some lo¬ 
cations don't happen to have an 
alphanumeric equivalent, in which 
case a period is printed. If you dis¬ 
play the addresses suggested 
above, you'll see some readable text 
in this area. The zone of memory 
we're looking at holds the function 

Just to confirm something that 
was said before, try using M to 
display memory locations F1000- 
F1029. That's bank 15 instead of 
bank 0, but you'll see that it is in 
fact the same memory. And you 
might like to try M +4096 +4137 
which uses decimal addresses for 

If you follow an M command 
with only one address, you'll get a 
fixed number of memory locations. 
This can save you typing, and 
here's a tip for browsing through 
large amounts of memory: If you 
type M alone with no addresses, 
you'll get a continuation of the last 
memory display. 

Making Changes Directly 

The simplest way to change memo¬ 
ry is to display the area you're inter¬ 
ested in, then move the cursor back 

screen. When you press RETURN, 
the monitor enters all the values for 
that line. It's a bit like screen editing 
in BASIC. 

Try it. If you have displayed 
memory as suggested above, you 
may see the word GRAPHIC on the 
right-hand side of the memory dis¬ 
play. Let's change the G stored in 
memory to a T so that it says TRA- 
PHIC. The code for a G is $47; it's 
found in the left-hand part of that 
line. Move the cursor over the 47 
and type 54, which is the code for T. 
Now press RETURN and the mem¬ 
ory change is made. 

Remember that you can't 
change the right-hand ASCII side 
of the display. And by the way, this 
is not the recommended way to 
change the function key defini¬ 
tions. It's easier (and better) to use 


BASIC's KEY command. 

You can't change locations in 
read only memory (ROM). Try this: 
M F4200 F4200 will show you part 
of the BASIC ROM. Move the cur¬ 
sor back, type over a value, and 
press RETURN. You'll see from the 
display that the original values 
have been restored and ROM has 
not changed. Here's a note for tech¬ 
nical types: The values from the 
line have "poked through" into the 
RAM memory which lies beneath 
ROM, but the monitor shows only 
the ROM. 

The first character on the 
memory display line is the greater- 
than sign (>). This is in fact a syn- 

command. On rare occasions, you 
might like to use this command 
directly. 

Here's a typical case where the 
greater-than sign might be typed: 
You want to change a single loca¬ 
tion in an I/O chip. Using the "dis¬ 
play and type over" method, you'd 
change 8 or 16 locations at a time. 
Usually, that's okay, but I/O chips 

change other registers accidentally. 
As a simple example, you might 
like to change the 40-column bor¬ 
der color to red, but you don't want 
to change anything else. You may 
type >FD020 2 (remember that the 
I/O chips are in bank 15) and the 
border will change. The monitor 
will display a full line of memory 
locations, but you've changed only 
one. By the way, did you notice that 
the address you changed does not 
now contain the value 2 you put in? 
Funny things, I/O chips. If you're 
interested, you might type $D020 
to ask the computer what decimal 

changed. You might recognize the 
answer, +53280. 

Write A Simple ML Program 

Let's write a short program to print 
a line of asterisks. We'll use the 
built-in assembler. Here goes: 

The A means assemble. The 
address at which we will put this 
instruction is 1500; it's in hexadeci¬ 
mal (put a dollar sign in front if you 
like). The instruction itself is LDX 
#0, load counter X with a value (the 
# character means a value, not an 
address) of zero. Press RETURN 
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September 1986 
COMPUTE! Disk 


All the exciting programs from the past three issues of COMPUTE! are on 
one timesaving, error-free, floppy disk that is ready to load on your Atari 
400/800, XL, and XE. The September 1986 COMPUTE! Disks contain the 
entertaining and useful Atari programs from the July, August, and Septem¬ 
ber 1986 issues of COMPUTE!. 

The September 1986 COMPUTE!Disk costs $12.95 plus $2.00 shipping and 
handling and is available only from COMPUTE! Publications. 

For added savings and convenience, you may also subscribe to the COM¬ 
PUTE! Disk. At a cost of only $39.95 a year (a $12.00 savings], you’ll receive 
four disks, one every three months. Each disk will contain all the programs 
for your machine from the previous three issues of COMPUTE!. To order a 
subscription, call toll free 800-247-5470 (in IA 800-532-1272). 

This is an excellent way to build your software library while you enjoy the 
quality programs from COMPUTE!. 

Disks and subscriptions are available for Apple, Atari, Commodore 64 and 
128, and IBM personal computers. Call for details. 

For more information or to order individual issues of the September 1986 
COMPUTE! Disk, call toll free 1-800-346-6767 (in NY 212-887-8525) or write 
COMPUTE!Disk, P.O. Box 5038, F.D.R. Station, New York, NY 10150. 
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months to come, we'll look at more 
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COMPUTE’S 
Author Guide 


Most of the following suggestions serve to improve 
the speed and accuracy of publication. COMPUTE! is 
primarily interested in new and timely articles on the 
Commodore 64/128, Atari, Apple, IBM PC/PCjr, 
Amiga, and Atari ST. We are much more concerned 
with the content of an article than with its style, but 
articles should be clear and well-explained. 

The guidelines below will permit your good ideas 
and programs to be more easily edited and published: 

1. The upper left comer of the first page should 
contain your name, address, telephone number, and 
the date of submission. 

2. The following information should appear in the 
upper right comer of the first page. If your article is 
specifically directed to one make of computer, please 
state the brand name and, if applicable, the BASIC or 
ROM or DOS version(s) involved. In addition, please 
indicate the memory requirements of programs. 

3. The underlined title of the article should start 
about 2/3 of the way down the first page. 

4. Following pages should be typed normally, ex¬ 
cept that in the upper right comer there should be an 
abbreviation of the title, your last name, and the page 
number. For example: Memory Map/Smith/2. 

5. All lines within the text of the article must be 
double- or triple-spaced. A one-inch margin should be 
left at the right, left, top, and bottom of each page. No 
words should be divided at the ends of lines. And 
please do not justify. Leave the lines ragged. 

6. Standard typing paper should be used (no eras¬ 
able, onionskin, or other thin paper) and typing 
should be on one side of the paper only (upper- and 
lowercase). 

7. Sheets should be attached together with a pa¬ 
per clip. Staples should not be used. 

8. If you are submitting more than one article, 
send each one in a separate mailer with its own tape 
or disk. 

9. Short programs (under 20 lines) can easily be 
included within the text. Longer programs should be 
separate listings. It is essential that we have a copy of 
the program, recorded twice, on a tape or disk. If your 
article was written with a word processor, we also ap¬ 
preciate a copy of the text file on the tape or disk. 
Please use high-quality 10 or 30 minute tapes with 
the program recorded on both sides. The tape or disk 
should be labeled with the author's name, the title of 
the article, and, if applicable, the BASIC/ROM/DOS 
version(s). Atari tapes should specify whether they are 
to be LOADed or ENTERed. We prefer to receive Ap¬ 
ple programs on disk rather than tape. Tapes are fairly 
sturdy, but disks need to be enclosed within plastic or 


cardboard mailers (available at photography, station¬ 
ery, or computer supply stores). 

10. A good general rule is to spell out the num¬ 
bers zero through ten in your article and write higher 
numbers as numerals (1024). The exceptions to this 
are: Figure 5, Table 3, TAB(4), etc. Within ordinary 
text, however, the zero through ten should appear as 
words, not numbers. Also, symbols and abbreviations 
should not be used within text: use "and" (not &), 
"reference" (not ref.), "through" (not thru). 

11. For greater clarity, use all capitals when refer¬ 
ring to keys (RETURN, TAB, ESC, SHIFT), BASIC 
words (LIST, RND, GOTO), and three languages 
(BASIC, APL, PILOT). Headlines and subheads 
should, however, be initial caps only, and emphasized 
words are not capitalized. If you wish to emphasize, 
underline the word and it will be italicized during 
typesetting. 

12. Articles can be of any length—from a single- 
line routine to a multi-issue series. The average article 
is about four to eight double-spaced, typed pages. 

13. If you want to include photographs, they 
should be either 5X7 black and white glossies or 
color slides. 

ted simultaneously to other publishers. If you wish to 
send an article to another magazine for consideration, 
please do not submit it to us. 

15. COMPUTE! pays between $70 and $800 for 
published articles. In general, the rate reflects the 
length and quality of the article. Payment is made 
upon acceptance. Following submission (Editorial De¬ 
partment, COMPUTE! Magazine, P.O. Box 5406, 
Greensboro, NC 27403) it will take from four to eight 
weeks for us to reply. If your work is accepted, you 
will be notified by a letter which will include a con¬ 
tract for you to sign and return. Rejected manuscripts 
are returned to authors who enclose a self-addressed, 
stamped envelope. 

16. If your article is accepted and you have since 
made improvements to the program, please submit an 
entirely new tape or disk and a new copy of the arti¬ 
cle reflecting the update. We cannot easily make revi¬ 
sions to programs and articles. It is necessary that you 
send the revised version as if it were a new submis¬ 
sion entirely, but be sure to indicate that your submis¬ 
sion is a revised version by writing, "Revision" on the 

17. compute! does not accept unsolicited product 
reviews. If you are interested in serving on our panel 
of reviewers, contact the Review Coordinator for 
details. 



















- News & Products= = 


Epyx Ships New 
Entertainment Packages 

COMPUTERS coverage of the Summer 
Consumer Electronics Show (CES) in 

ted significant new products from Epyx 
of Sunnyvale, California. 

Epyx has introduced a variety of 
new entertainment programs for Apple, 
Commodore, Atari, and IBM computers. 

Among the new releases are three 
bestselling packages recently converted 
for the Amiga and Atari ST computers: 
the classic Temple of Apshai Trilogy, 
three adventure role-playing games in 
one; Rogue, a 26-level graphic adven¬ 
ture game; and the popular Winter 
Games, featuring seven Winter Olympic 
contests. Epyx announced that many 
more of its most popular titles will ap¬ 
pear in Amiga and ST versions later this 
year. 

New titles include The Movie Mon¬ 
ster Game, featuring the ever-popular 
Godzilla, an action game that lets the 
player take part in movie monster may¬ 
hem; World Games, a new series of 
Olympic contests in which players be¬ 


ta eight different countries to compete 
in an event specific to each locale—for 
example, cliff-diving in Mexico or sumo 

cade-action motorcycle racing game 
that features a realistic first-person 
perspective; Championship Wrestling, a 
fast-action wrestling contest in which 
you choose your own wrestling person¬ 
ality and climb into the ring with a 
formidable opponent; and World Karate 
Championship, a graphically detailed 


st increasingly difficult c 4 a 
. As with most earlier Epyx titles, 
entertainment packages are r—■ 11 


Color Printer Interfaces For 
Amiga, ST 

Okidata has announced that the Oki- 
mate 20, a color thermal transfer print- 

































($895); the Model HFD-120 is a 20- 
megabyte system ($995). 

InConTrol, Inc., 103 Baughman's 
Ln., Ste. 301, Frederick, MD 21701. 

Circle Reader Service Number 181. 


>T Versions Of Popular 
Text/Graphics Adventures 

Spinnaker has announced that several 
in its popular Telarium serie 

he games include Nine Princes Of 
Amber, a game of negotiation, politics, 
and alliances in which you play a prince 

perfect world (written by Roger Ze¬ 
lazny); Amazon, where as a special 
agent for a high-tech research firm yo" 
must travel to the dangerous, une> 
plored Amazon (written by Michael 
Crichton); and Perry Mason: The Case Of 
The Mandarin Murder, in which you 
play the role of world-famous criminal 
lawyer Perry Mason. 

The ST versions of each pro 
retail for $49.95. 

Spinnaker Software, One Kendall Sq., 
Cambridge, MA 02139. 


ne finance package for 
n introduced by Robin 




in the^MWes ^G^aveRobbers^s 
graphic treasure-hunting adventun 
and Savings & Loan is a home financ 
program that calculates principal, inter- 
-st payments, amortization on 1 
nd various types of savings. 

Each program sells for $9.95, plus 
$1.50 postage. 

Robinson Software Associates (RSA), 
50 South Valley Road B2, Paoli, PA V ‘" 



The NL-10 dot matrix printer from Star Micronics is compatible with all major 
personal computers. 


patibles, Commodore 64/128, standard 
parallel computers, Apple computers, 
and an RS-232C serial interface 
cartridge. 

Suggested retail price for the NL- 
10 with one interface cartridge is $379. 
The base unit retails for $319 and each 
cartridge is priced at $60. 

Star Micronics, Inc., 200 Park Ave., 
Ste. 3510, New York, NY 10166. 


Inexpensive ST Software 

Keypunch Software has introduced a 
line of inexpensive game, educational, 
and personal productivity programs for 
the Atari ST. Titles include Trivia Mas¬ 
ter, The Gambler, Strategy Games, Cards 
Cards Cards, Mind Games, Personal Fi¬ 
nance Pak, Executive Data Pak, and Fi¬ 
nance I & II. 

Each program retails for $9.99. 
Amiga versions are planned for the fall 
of 1986. 

Keypunch Software, 1221 Pioneer 
Bldg., St. Paul, MN 55101. 


package is a 24-page how-to guide, a 
pictorial index to the art, and suggested 
applications projects. The first two vol¬ 
umes are Graphics & Symbols ($66.95), a 
collection of high-contrast pictograms 
and symbols; and Artfolio I ($74.95), a 
miscellany of styles and subjects that 
includes people, familiar objects, and 

Dynamic Graphics, Inc., 6000 N. 
Forest Park Dr., P.O. Box 1901, Peoria, IL 
61656-1901. 


IBM Software 
From Buttonware 

ware packages for the IBM PC and 
compatibles.. 



Star Micronics Printer 

Star Micronics has introduced the NL- 
10, a 9-wire dot matrix desktop printer 
for professional, small office, and home 
use. The NL-10 prints high-speed draft 
quality at 120 cps and near letter quality 
at 30 cps. It offers eleven format and 
print functions, including three print 
pitch selections, type style, print mode, 
margin settings, and forward and 
reverse paper feed. The rear tractor feed 
has a quick tear feature plus an auto¬ 
matic feed. There is an optional auto¬ 
feeder. Ribbon cartridges snap in easily. 

The NL-10 has plug-in interface 
cartridges for the IBM PC and PC com- 


Macintosh Graphics 

Dynamic Graphics has introduced 
DeskTop Art software for the Macin¬ 
tosh, a new line of programs that con¬ 
tains graphics selected and digitized 

than 20,000 exclusive illustrationsTnd 
photos. All images are based on origi¬ 
nal art, commissioned and purchased 
by Dynamic Graphics from leading il- 



speeds from 75 bps up to 9600 bps, 

PC-Dial requires a serial communica¬ 
tions port, a modem, DOS 2.0 or high¬ 
er, 164K available RAM memory 
without the mini-editor and 220K of 
available RAM memory with the mini¬ 
editor. 

PC-Style analyzes the readability of 
your writing by computing the percent¬ 
age of long words, personal words, ac- 

average syllables per word. This pro¬ 
gram works with any standard ASCII or 
Wordstar document. 

PC-Tickle is a reminder program 
that helps you keep track of appoint¬ 
ments, dates, and meetings. It also has 
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I homson offers a whole new world of graphics 

capabilities for your Commodore or Apple IIC or HE 
computers. And Thomson offers you more than 
the competition. 

Thomson monitors offer these advantages: 

• Compatible with IBM® Apple® Commodore® Atarr 
and others 

• The choice of monochrome or color monitors with 
TV-grade to high resolution text and graphics 
• Monochrome text editing mode for color monitors 
• Alternate use as cable or VCR monitor 
• Broad range of the features you need at the prices 
you want 


Because of its versatility and compatibility, you can 
still use your Thomson monitor if you switch computers: 
you'll never outgrow the capabilities of a Thomson 

Who is Thomson? Thomson is a six billion dollar 
multi-national company. Unlike our competition, we 
design and manufacture our own monitors: so the quahty 
you get is constant and superb. 

Your Apple or Commodore computer is a great body. 
Choose a Thomson monitor, and give it a beautiful face. 

For the name of the Thomson dealer nearest you, 
call 1-800-325-0464. In California call 1-213-5681002. 
IMonday-Friday 9 a.m. to 5:00p.m. PST) 


THOMSON O 




















__Ultima III, is a milestone in 

computer gaming—one that challenges 
your physical and mental skills while 
testing the true fabric of your character. 

Enter Britannia, kingdom of Lord 
British. Journey through terrain of infinite 
proportions, conversing with characters 
on hundreds of topics. Unravel the 
mysteries of a superior magic system. At each turn beware of daemons, dragons and 
long-dead wizards haunting the most tranquil of places. Encounters with parties of 
mixed enemy types test your strategic abilities. Shrewd use of terrain can lead to 
victory against seemingly impossible odds. 

Survive this multi-quest fantasy, then begin the final conflict, your quest of the 
Avatar. The ultimate challenge—the self—awaits.... 


A state-of-the-art fantasy role- 
playing game of unprecedented 
magnitude by Lord British™. 









ss anyone selling releases from 
of support them and do let us know. 

Thank you! 


Our goal is to preserve classic video game magazines so that 
they are not lost permanently. 


People interested in helping out in any capacity, 
please visit us at www.retromags.com 


No profit is made from these scans, nor do we offer anything 
available from the publishers themselves. 



